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ABSTRACT 
 
Gutomo, Rindra Catur. 2019. FOLKLORE TO VISUAL NOVEL 
ADAPTATION OF MALIN KUNDANG. Thesis. English Letters Study 
Program. Cultures and Languages Faculty.  
 Advisor    : Dr. SF. Luthfie Arguby Purnomo, SS., M.Hum 
Keywords : Folklore, Adaptation, Visual Novel, Game, Malin 
Kundang. 
 
 
This thesis analyzes the adaptation process of Malin Kundang folklore into 
Visual Novel and Game as the new media. Malin Kundang is a folklore that was 
adapted into visual novel. Malin Kundang is a famous folklore and legend that 
originated from the province of West Sumatra. Malin Kundang legend tells about 
a child who rejects his mother and then was condemned into a stone.  
In this thesis, the researcher tends to find out about the process of adaption 
folklore into visual novel. Although the essence of the story is still the same, 
however, in the process of adaptation some parts can be slightly different. 
Moreover, the so called adaptation is from legend folklore into visual novel which 
can be included into new media. By this case, the researcher thinks that this 
adaptation process is quite interesting. 
The researcher used descriptive qualitative as the research method. The data 
was collected from the result of the observation and interview. The researcher 
arranges an interview with Laila Sari as a script adaptation writer and Futiha 
Alambara Amaan Ahmada as an illustrator of Malin Kundang visual novel. This 
research uses structuralism as an approach to find out the process of folklore 
adaptation into visual novel. Structuralism approach helps the researcher to 
analyze the process of adaptation. It helps to describe the steps of the reproduction 
into digital media. 
The result of the research shows that the adaptation process involves: 
narrative, aesthetic, mechanical, and technology on produce folklore into Malin 
Kundang visual novel. From the narrative element, the script writer of Maling 
Kundang visual novel finds out 10 difficulties and solutions in writing the story. 
From aesthetic element, the illustrator of Malin Kundang visual novel finds out 16 
difficulties and solutions on drawing and editing a visual design. From mechanical 
element, there are 2 difficulties and 1 solution in making game score and player 
movement on the game. From technology element, there are 3 difficulties and 
solution on produce all raw materials to visual novel and game. 
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CHAPTER I 
INTRODUCTION 
 
A. Background of the Study 
Literary works, such as folklore, prose, poems, drama, and novel 
considered as the source of both pleasure and education. Reading literary 
works make people laugh, curious, wonder, and sometimes cry. Every country 
has their literary works, for example in Indonesia. Each ethnic group in 
Indonesia has tradition of non-written literary works in the form of myths, 
legends and folklore, which are rooted in the individual cultures. These 
folklores teach about morals, traditions and introduce their folk heroes and 
histories to the younger generation. Since the dawn of time, family members 
(grandparents, mother or father) tell stories to the children in the 
neighbourhood.  Some folklore found in elementary school textbooks 
throughout Indonesia. 
Nowadays the development of technology has a lot of contribution in 
human’s life.Technological advancement in modern era influenced literary 
works of the period. New media such as television, game, and internet offers 
the new way to enjoy literary works, especially folklore.  
In this new era people (especially children) rarely interested in reading 
folklore. Most of them think that folklore is a part of something that really out 
of date. By this case, there are so many alternative that people make to keep the 
existence of folklore. One of them is to adapt folklore into Visual Novel and 
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Games. Myths and folklores are powerful stories, video games depiction of 
folklore and myths present a playful and engaging format to explore cultural 
identities, social systems, and customs. There are so many folklore adaptation 
in form of video game such as Dragon nest, The Witcher 3, Dynasty Warriors, 
God of war, Lord of the rings, etc.  
Visual novel adaptation becomes more popular adorn to entertainment. 
Some visual novel adaptation created as the same with the book or the novel 
version. However, some of them also changed some elements such as addition 
or reduction of the characters, setting or plot from the book, included the 
ending of the story. 
Hutcheon(8:2008) stated that adaptation in its broadest sense is 
repetition with variation. There are characteristics that have to be included in 
order to define a text as an adaptation: (1) Acknowledged transposition of a 
recognizable other work or works, (2) A creative and an interpretive act of 
appropriation/salvaging, (3) Extended intertextual engagement with the 
adapted work. Adaptations defined as texts that are consciously aware of their 
indebtedness to an adapted work.  
In the adaption form, some of contents may be lost because the author 
as adaptor subjectively interprets it. Usually there are movements in the 
adaptation that differentiate to the original. It affected by the process of making 
which the author makes any changes that are appropriate with his own 
interpretation and imagination. In this case, the researcher interested in 
conducting the study, which is the adaptation, becomes the topic of this study. 
One basic reason to conduct this study is that the researcher knows that the 
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result of adaptation will be different from the original work, so that many 
changes happen. Those changes are absolutely influence by factors especially 
the change of the media which will be discussed in this research. The 
researcher argues that conducting this study is important to enrich the 
application of theory of adaptation. 
Visual novels or so called sound novels is included in games that 
combine adventure genres with drama and romance, and are presented through 
a series of framed stories in addition to mystery. Visual novels generally 
played on the computer and smart phones. Through the Visual Novel (VN) 
Project Indonesia community site, visual novelist’s fan can download and 
select narrative themes from local game developers, from romance, fantasy, 
life romance to historical action. Generally, Japanese as the origin of the game 
and anime production influenced the style of visual novel by local developers. 
The developers build games that run in PC, console, web player, 
Android, IOS for the players to enjoy and play on their games. Mobile phone 
technology has evolved. Technology applied to the roles each individual fulfils 
during life. The third wave of video game development in Indonesia arose with 
the increase of smartphone use in Indonesia. The Nielsen Southeast Asia 
Digital Consumer Report stated that in 2011, 48% of Indonesia Internet users 
accessed the Internet from their smartphones. The increase of Internet access 
from smartphones related to two factors. The first is the increasing popularity 
of social network site such as Friendster and Facebook. In 2010, the number of 
Indonesian Facebook users reached 69 million. The second, related to the rise 
of local game developers. According to Fabial, Indonesian game’s developers 
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are more focus on mobile online game because they require less capital to 
finance their development (Wolf, 253:2015). 
Based on explanation above, the researcher will try to find the process, 
difficulties, solution of folklore adaptation into visual novel. This study is 
entitled: Folklore to visual novel Adaptation of Malin Kundang. 
 
B. The Limitation of the Study 
Limitations of this study to determine the adaptation that used by Tirai 
Ilmu in making Malin Kundang visual novel .In this study focuses on 
structuralism approach, especially detailed Malin Kundang visual novel and 
game produced. To limit the problem, this research just focus on analysing 
some process, difficulties, solutions on adaptation from original story into 
Malin Kundang visual novel. Actually, there are many important aspects in 
making adaptation visual novel. The aspects are narrative, aesthetic, mechanic 
and technology. In addition it also found a reduction or additional of the story, 
addition or subtraction of characterizations. 
 
C. The Problems statement 
Based on the background of the study above, the problems of this study are: 
1. How is the process of adaptation from folklore to visual novel ? 
2. What are the difficulties of adaptation folklore to visual novel ? 
3. What are the solutions of the difficulties in adaptation folklore to visual 
novel? 
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D. The Objective Of the Study 
Related to the problem of the study, the objectives of this study are 
formulates as follows; 
1. To describes the process adaptation of Malin Kundang folklore into 
visual novel. 
2. To find out what is the difficulties of adaptation Malin Kundang folklore 
into visual novel. 
3. To find out what are the solutions of difficulties in adaptation folklore 
into visual novel. 
 
E. The Benefits of the Study 
The research of Malin Kundang is about the Visual Novel and game 
adaptation. The researcher hopes that this study has benefit for the readers. 
Thus, the benefits of this research may include the following: 
1. Theoretical Benefits 
The  result  of  this  study  can  contribute  to  the to   development 
of  process adaptation in visual novel and game. And this  study  can be  
the  reference  for  prospective  other studies  who  are  interested  in  
conducting  the  study  with  the  same topic. 
2. Practical Benefits 
This study can be the source of information for the other 
researchers who intend to analysefolkloreor literary works through 
visual novel. This study gives contribution to students of Islamic 
Institute of Surakarta to produce better visual novel product. 
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F. Definition of Key Terms 
In order to make understanding in reading this study, it is necessary for 
researcher to give the definition of some key terms that related on the study. 
1. Folklore 
Folklore is oral history that preserved by the people of the culture, 
consisting of traditions belonging to a specific culture. Folklore is passed 
down from generation to generation and is kept active by the people in the 
culture. 
2. Process 
Process is a generic term for the continuous making and moving of forms. 
The dictionary defines process ass a series of acts or event. 
3. Adaptation 
The adaptation is adapting of a literary source (e.g. a novel, short story, and 
poem) to another genre or medium, such as a film, stage play, or video 
game. 
4. Visual Novel 
Visual novel is a type of game that is in many ways similar to reading a 
book. The story told through large blocks of text, generally written in a first-
person perspective from the main character’s point of view. However, 
unlike e-book, visual novel contain background images that change based 
on the hero’s current location and facial or full body portraits of any 
character. 
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5. Game 
Game is form or play with rules that can make the situation to be happy and 
exciting. The secret to the narrative success of games is their ability to 
exploit the most fundamental of the forces that move a plot forward: the 
solving of problems. 
6. Malin Kundang 
Malin Kundang is folklore from the province of West Sumatra, Indonesia. 
Air Manis, a beach near Padang, has a rock formation called Batu Malin 
Kundang that said to be the remains of his ship. 
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CHAPTER II 
LITERATURE REVIEW 
 
A. Theory Description 
1. The Adaptation 
In A Theory of Adaptation, Hutcheon (2006:21) statedthat “For the 
reader, spectator, or listener, adaptation as adaptation is unavoidably a kind 
of intertextually if the receiver is acquainted with the adapted text. It is an 
on-goingdialogical process, as Mikhail Bakhtinsaid, in which we compare 
the work we already know with the one we are experiencing.”Hutcheon 
concludes that adaptation can be “a creative and interpretive transposition of 
a recognizable other work or works”. 
According to Andrew (1984:100), Unquestionably the most frequent 
and most tiresome discussion of adaptation (and of film and literature 
relations as well) concerns fidelity and transformation. It assumes that the 
task of adaptation is the reproduction in cinema of something essential about 
the original text. According to Andrew, fidelity and transformation are 
considered imagery, and rhytm... is frankly imposible...” Andrew argues 
that adaptation is an “instructive barometer for the age” and that “the 
choices of mode of adaptation... change from decade to decade”.Andrew 
separates adaptation into three separate modes: 
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a. Borrowing 
Borrowing, the most common relationship according to Andrew, 
involves taking “a grain of material” from a well-known text and 
presenting it to an audience. They might enjoy basking in a certain pre-
established presence and call up new or especially powerful aspects of a 
cherished work. In accomplishing a borrowed work, the audience is able to 
enjoy a particular aspect of the pre-established presence of the previous 
literary work. 
b. Intersection 
The second mode of narrative film called intersecting. This 
particular adaptation of narrative film has the goal of replicating the 
original work to a very high degree.Intersection is an attempt to preserve 
the integrity of the original. 
c. Fidelity of transformation 
The third mode of narrative film is fidelity. In this mode of 
adaptation, there is a reproduction in cinema of something essential about 
an original text. Fidelity of transformation lies somewhere between these 
two extremes by abstracting something essential from the original text and 
carrying that vital ingredient into a new medium while remaining faithful 
to the original author’s intent. 
As processes, adaptation and translation involve similar properties. 
They both have the transfer of meaning and not fully comprehend. 
According to Cattrysse (2014:9), adaptation and translation share the 
following common characteristics: 
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1. They involve products that are complex contexts of producers, receivers, 
and various other agents. 
2. They related to the text or the interaction between texts and their 
receivers. 
3. Translation and adaptation considered irreversible processes, in the 
sense that the translation is not the same as the source text and, 
similarly, a novelization of a film adaptation would not be the same as 
the source novel. 
From the explanation above, when content undergoes adaptation, it 
is subject to a variety of forces and factors, which dictated by the nature of 
the source text, the reason for adapting the text, medium, market, and 
culture into which it is adapted. However, recent trends in adaptation theory 
have moved away from the film, literature and toward a focus on 
multidirectional flows across atrans media model, concentrating less on 
what has been lost by a text during the process of adaptation, and more on 
what the text has gained by taking on a new form or variation. 
2. Adaptation Process 
The adaptation process from folklore into a visual novel in literature is 
ecranisation. Ecranisation explains the differences between folklore and its 
visual novel adaptation. There are so many perspectives to judge the 
adaptation from its original work. People who have read the folklore 
beforehand often think that the visual novel adaptation is different from the 
original work, whether it is good or bad mark. Usually, the  differences  lay  
on  the  characters,  story  line,  and settings because a director has different 
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ideology  from  the  author  of  the  book  to represent  the  story  into  visual 
novel adaptation. Sometimes, it makes the visual novel adaptation deliver 
different message from the original story. Besides that, directors can also 
give its own interpretation of the scenarios so there was a reception on the 
viewers. Here are some things that often appear in the folklore changes into 
the form of visual novel adaptation: 
a. Reduction 
The adaptation in folklore also means what can be enjoyed for a 
minute with the imagination of words should be changed to what is enjoyed 
or watched for ninety or one hundred minutes in visual. If folklore is thick 
up to several dozen pages, it will experience cutbacks or downsizing when it 
formed into visual novel. It means that not all the scene expressed in the 
folklore also found in visual novel. The most of plots, characters, settings or 
other elements present in the folklore encountered in visual novel. Usually 
director or writer has chosen the parts or information that considered 
important for displayed. 
There are several possibilities why apply cutting method. First, in the 
selection of events there are some scenes that feel not important to show that 
the director eliminating some scenes one in the visual novel. Second, in the 
election, leaders ensued the same thing. There is some of the characters in 
the folklore were not featured in the visual novel. Visual novel only featured 
characters that considered important because of technical limitations then 
shown only figures that have an influence on the course story. Thirdly, in 
terms of background, were usually not all of the background to be displayed 
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in the film because if all the background displayed will be a movie which 
has a long duration. In the background was experiencing of the adaptation 
necking therefore featured in the film are just setting importance or who 
have influence in the story (Eneste, 1991: 61-64). 
b. The addition  
Addition is usually performed by a director or writer to interpret the 
folklore. The additions such as occurs in the groove are; characters and 
background or atmosphere. Many others in the process of adaptation there 
is a story or scene the folklore that not shown but the visual novel shown. 
In addition of the figures who in the folklore is not found at all but in the 
visual novel is shown. Background was also not spared from the addition, 
in the visual novel often encountered their background shown in the 
folklore but not displayed. According Eneste (1991: 64-65), adding the 
process of adaptation have a reason. For example, he said that the addition 
is important when seen from the point of filmic. Moreover, the addition 
happens because it is relevant to the overall story. 
c. Changes Varies 
There are limitations or story reduction and additions. In the 
adaptation also allow certain variations in the film. Although there are 
variations between the folklore and the visual novel, usually a theme or 
mandate in the folklore still delivered after has been made visual novel. 
According Eneste (1991: 66), the novel is not an excuse or the reason for 
the filmmaker, but the novel really wants to transfer to other media namely 
the film.  
13 
 
Because of differences in the tools that are used, there variations in 
particular there. In addition, the screening also have limited time so that the 
audience does not get bored to keep enjoying till the end, so that not all the 
things or issues that exist in the folklore can be moved all into the visual 
novel. 
3. Games 
Playing game is an interesting habit. Because everybody can play 
and enjoy game at any time and any place. With the rise of games in modern 
culture, researchers and psychologists have taken close looks at the impact 
gaming can have on people in a multitude of situations. Numerous 
experiments have been done in recent years, many of which draw 
conclusions that gaming can increase brain function, problem solving skills, 
spatial reasoning, memory, attention span, strategic planning, and even 
social skills among others.Furthermore, people sometimes use game as a 
tool to overthrow their depression, game also influence people in learning 
language. 
According to Salen and Zimmerman (2004:80), A game is a system 
in which players engage in an artificial conflict, defined by rules, that results 
in a quantifiable outcome.Salen and Zimmerman separates game into six the 
definitions of primary idea; 
1. System 
System is a group of interacting, interrelated, or interdependent 
element forming a complex whole. This understanding of a system as a 
set of parts that relate to form a whole contains all of the other special 
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cases of this same concept. When understood in this way-as a set of 
parts that together form a complex whole-it clear that game are system. 
2. Players 
A game is something that one or more participants actively play. 
Players interact with the system of a game in order to experience the 
play of the game. 
3. Artificial 
Games maintain a boundary from so-called “real life” in both time and 
space. Although games obviously occur within the real world, 
artificiality is one of their defining feature. 
4. Conflict 
All games embody a contest of powers. The contest can take many 
forms: from cooperation into competition, from solo conflict with a 
game system to multiplayer social conflict. Conflict is central to 
games. 
5. Rules 
We concur with the authors that rules are a crucial part of games. 
Rules provide the structure out of which play emerges, by delimiting 
what the player can and cannot do. 
6. Quantifiable outcome 
Game has a quantifiable goal or outcome. In the game’s conclusion, a 
player might be won, lost or received some kind numerical score. A 
quantifiable outcome is what usually distinguishes a game from less 
formal play activities. 
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Crawford is a pioneering computer game designer who has written 
extensively about game design, narrative, and interactivity. Crawford 
(1984:4) identified four common factors about fundamental elements 
common to the games: 
1. Representation 
Game is a closed formal system that subjectively represents a subset of 
reality. The game is complete and self-sufficient as a structure. 
2. Interaction 
The most fascinating thing about reality is not that it is, or even that it 
changes, but how it changes, the intricate webwork of cause and effect 
by which all things are tied together. Game provide this interactive 
element, and it is a crucial factor in their appeal. 
3. Conflict 
Conflicts arise naturally from the interaction in game. The player is 
actively pursuing some goal. Conflict is an intrinsic element of all 
game. It can be direct or indirect, violent or non-violent, but it is 
always present in every game. 
4. Safety 
A game is an artifice for providing the psychological experiences of 
conflict and danger while excluding their physical realizations. The 
result of game is always less harsh than the situation the game model. 
 
The MDA model is a framework for dividing games into three levels 
(mechanics, dynamics and aesthetics). MDA purpose is to help guide 
16 
 
creative ideas and ensure quality of the development and production of 
games. Game designers use this framework to analyze and refine their game 
by considering the range of possibilities. 
 
Figure 1 The elemental tetrad 
 
According to Schell (2008:42), the elemental tetrad comprises four 
elements: mechanics, technology, aesthetics and story. Jesse Schell 
describes the elemental tetrad through which he presents his for basic 
elements of game; 
1. Mechanics 
The rule is interaction between the player and game. Mechanics are 
the elements in the tetrad that differentiate game from all non-
interactive forms of media. In game mechanics such as rules or 
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mathematics behind the game, like physic damage health systems, 
score and penalty, etc. 
2. Aesthetics 
Aesthetics describe how the game is perceived by the five senses: 
vision, sound, smell, taste, and touch. Aesthetic cover everything from 
the soundtrack of the game to the character models, packaging, and 
cover art. In a game aesthetic such as expression,sensation, 
submission, particle effect, discovery and scene, etc. 
3. Technology 
Technologies cover all the underlying technology that makes the 
game work. While this most obviously refers to things such as console 
hardware, computer software, rendering pipelines and such, it also 
covers technological elements in board games. For example in 
Smartphone should use touchscreen to playing a game and sensor 
calibration for play virtual reality games. 
4. Story 
Story is the narrative that occurs in game and includes both premise 
and characters as well. Story usually denotes “a narrative of real or, 
more usually, fictions events, designed for the entertainment of the 
hearer or reader; a series of traditional or imaginary incidents forming 
the matter of such a narrative; tale. 
 
Playing is an activity based on the free and purposeless exploration 
of possibilities. Play arises from curiosity, creativity, and improvisation. A 
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game arises when rules and goals are added to play. Thus, a game may be 
seen as a playful activity constrained by rules and goals.  
Gibson (2014:238) states that explores several important goals in 
game creation. Platter-centric Goals as a game designer and developer, there 
are some goals for your game centred on the effects that you want the game 
to have on your player. These goals focused on what you want for the 
players of your game: 
1. Fun: You want players to enjoy your game. 
2. Lusory attitude: You want players to take part in the fantasy of your 
game. 
3. Flow: You want player to challenge optimally. 
4. Structured conflict: You want to give players a way to combat others 
or challenge your game systems. 
5. Empowerment: You want players to feel powerful both in the game 
and in the metagame. 
6. Interest/attention/involvement: You want players to engage by your 
game. 
7. Meaningful decision: You want players’ choices co have meaning to 
them and the game. 
8. Experimental understanding: You want player to game 
understanding through play. 
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CHAPTER III 
METHODOLOGY 
A. Research Design 
This thesis Analyses processing adaptation of Malin Kundang folklore as 
the object of the study. In Indonesia, Maling Kundang is a famous folklore and 
legend that originated from the province of West Sumatra. Malin Kundang 
legend tells about a child who is rebellious to his mother and is therefore 
condemned to stone. Air Manis is a beach near Padang, has a rock formation 
called Batu Malin Kundang that said to be the remains of his ship. 
In this research, the researcher uses Descriptive Qualitative research. 
According to Surakhmad (1994), descriptive qualitative research is a method to 
express and interpret the data for example, the instance situation, relation, 
events, views or process, the appearance inclinations or the discords and many 
others. Bodgan and Biklen (1982:5) state that in descriptive qualitative method 
which provides description data result in the form of written or oral words or 
picture rather than numbers and the researcher should analyze then with there 
all riches as closely as possible to the form in which there are recorded or 
transcribed. 
In this study, the researcher uses the descriptive qualitative method in 
analyzing process and difficulty adaptation the folklore to visual novel and 
game. Descriptive qualitative method will help the research to analyze the 
process of adaptation Maling Kundang’s folklore to the describe process 
representation folklore and finding difficulty of adaptation into digital media. 
20 
 
One of qualitative research types is interview research. This research 
conducted by using interviewee with the writer and illustrator of Malin 
kundang visual novel. 
This research uses the adaptation theory to find how the visual novel done 
adapted from folklore. The analysis in this research is an interpretation towards 
adaptation process in Malin Kundang visual novel. The researcher wants to 
describe aesthetic, mechanics, technology and narrative in Malin kundang 
visual novel. 
B. The Source of the Data 
 According to Sudaryanto (1993), data considered as the materials, which 
used in some research from which the research object described. Data 
themselves may be in the forms of discourse, sentences, clause, phrases, or 
words, which obtained from book, magazine, newspaper, television, 
advertisement, movie, brochure, etc. 
 Source of data in the study is the subject where the data obtained. The 
primary data used in this study is the visual novel entitled Malin Kundang by 
Tirai Ilmu published in 2017 and the result of adaptation process. The visual 
novel downloaded from: 
https://play.google.com/store/apps/details?id=com.fxgame.malinkundang&hl=i
n on January 27th 2017. The secondary data is researcher joins to make visual 
novel. After that, the researcher would give a job to the expert on their skill to 
help researcher make it some visual design and story in visual novel. Then, the 
researcher interview of the expert to gained process adaption, difficulties and 
solutions. 
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C. Research Instrument 
 A research is not separable from research instrument. In this qualitative 
research, the researcher is the main research instrument. Moleong (2004) stated 
that one of characteristics of qualitative research is the researcher is able to be 
research instrument. Moreover, Moleong tells that the researcher is able to take 
part as planner, collector of data, analyst of interpreting data, and reporter of 
research result. 
 Based on explanation above means that the researcher as the instrument of 
research. The researcher collects the data; read the data make the decision from 
the decision theories. 
 
D. Technique of Collecting the Data 
 The technique of data in descriptive qualitative research has some steps, 
which stated in Creswell (1994:148) as follow: 
The data collection steps involve (a) setting the boundaries for study, (b) 
collecting information through observations, interviews, documents, and visual 
materials, and (c) establishing the protocol for recording information. 
The researcher collects the data using descriptive qualitative method. The 
techniques to collecting data are represented in the following section. To 
collect the data of descriptive qualitative, the researcher should do some phase. 
The researcher tends to do some steps in collecting the data, there are: 
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1. The first step is reading of the folklore in Malin Kundang book by 
Rahimsyah MB to obtain and understanding of storyline, character and 
setting. 
2. The second step is making a visual novel design of Malin kundang. Then 
the researcher gives it to the expert based on their skill and experience in 
making story and visual design. 
3. Interview 
The way to collecting data of pre-research is interview. The 
research make an interview in order to know what are process, difficulties 
and solution the writer and Illustrator faced in adaptation of folklore to 
visual novel. Burns (2010: 74) states that interviews are a classic way in 
research to conduct a conversation that explore your focus are. While 
Burgess (in Burns, 2010:74), has describe interviews as “conversation 
with a purpose”. The types of interview that used in action are: 
a. Structured Interviews 
Structured interview is an interview that the interviewer arranges 
the entire question to interviewee. According to Burns (2010:75), 
these are the most controlled kinds of conversations, where the 
researcher wants to get same specific information from each person. 
Therefore, the interviewer will ask the questions that they are written 
before. 
 
23 
 
b. Semi structured interviews 
This interview is an interview that the interviewer arranges the main 
questions that the will ask, and then they develop specific questions when 
they do the interview. According to Burns (2010:75), these types of 
interviews are still structure and organized but also more open. Usually 
you have set of topics in mind that you want to explore and you may also 
have develop some specific questions, but you will allow for some 
flexibility according to how the interviewee responds. 
c. Open Interviews 
This type of interview is an interview that no preparation before. The 
interviewer asking some questions spontaneously. According to Burns 
(2010: 75), a third type of interview is an open one where there are no 
pre-planned questions. 
In this research, the researcher use semi-structured interview. The 
researcher makes a schedule to the interview first, and then arranges the 
main question. The researcher interview with the writer and Illustrator of 
Malin kudang visual novel to know process, difficulties and solution when 
processing an adaptation folklore to visual novel.  
4. Observation 
The researcher observes the data by programing the visual novel 
Malin Kundang. The researcher will join to the project of making visual 
novel as a programmer. The researcher write sample of dialog script as a 
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dialogue in visual. In this case, the researcherrefer book from Malin 
Kundangby MB. Rahimsyah and give it to expert to editing and adding in 
process adaptation. Then, the research makes a plan and materials needed 
in making visual novel Maling Kundang. The researcher will combine the 
data from the experts. Here, the researcher observes all the activities of 
adaptation process in making visual novel Malin Kundang. This step is in 
purpose to find out the process, difficulties and solution in indicating the 
data which will be analyzed. 
E. Data Analysis 
 Based on characteristic of this research (descriptive qualitative), data 
analysis is conducted with interpretation method. It is by drawing conclusion of 
the data based on the aim of the research. In analyzing data, the researcher used 
process of adaptation theory. Then, the researcher uses step of process 
adaptation the Malin Kundang visual novel which has been made by the 
experts to find the data. After the data is analyze, the researcher combine data 
both experts. The Last, researcher analyzed the result. 
F. Validity of Data 
 The data should be valid before analyzing and the trustworthiness of the 
data is very important and needed. According to Sutopo (2002:78) 
triangulation is the most common way that is used to develop the 
trustworthiness of the data in qualitative research. Creswell and Miller (2000) 
also state that triangulation is the validity of the data Base on more than one 
individual. 
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 In this research, the researcher uses data triangulation. Triangulation 
involves using data sources in the investigation to produce understanding. In 
this study, the researcher uses of adaptation process by Laila Sari, S.Hum who 
became the script writer in Malin Kundang visual novel and Futiha Alambara 
Amaan Ahmada, S.Hum who become an Illustrator in Malin Kundang visual 
novel. 
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CHAPTER IV 
RESEARCH FINDING AND DISCUSSION 
 
 In fourth chapter, the researcher is going to describe the result of a 
research in process adaptation folklore to Malin Kundang visual novel and game. 
Malin Kundang visual novel published in 2017 at Google play and facebook 
Gameroom by Tiraiilmu. The Malin Kundang visual novel is adapted from the 
folklore books by Rahimsyah. 
 The aim of this research is to find the process, difficulties, solutions from 
narrative, mechanical, aesthetic and technology element from process adaptation 
of Maling Kundang visual novel. The researcher has done the research and got the 
complete data from all the techniques included in interview and observation.The 
researcher tries to analysis and combine to find the finding as a result. 
 
A. Process adaptation in Narrative 
1. The adaptation of character Rahimsyah’s Malin Kundang folklore into 
a visual novel by Tirai Ilmu 
A character is a person, personal identity or entity whose existence 
originates from work fiction. Character can represent the emotion of 
character performance. Additionally, character may be human, 
supernatural, mythical, divine, animal, or personification of an abstraction. 
The characters in the story divided into some categories based on the point 
view taken: major and minor character (Nurgiyantoro, 2007:176). The 
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characters of Malin Kundang visual novel adaptation divided into two. 
They are major characters and minor characters. 
a. Major characters 
The major character is the focus of the story. The character gets more 
attention from the reader because the character appears more often than 
order characters from the beginning until the end of the story. Malin 
Kundang visual novel adaptation major characters are; Malin Kundang 
and Mande Rubayah. 
b. Minor characters 
The minor characters are the characters that do not have important role 
of a story. Minor characters do not control the wholestory. They also do 
not always appear like the major characters. Minor characters appear in 
the story only to strengthen the major character. In Malin Kundang 
visual novel adaptation, there are many minor characters. They are: 
Malin’s father, Ship’s captain, Malin wife’s, Crew Leader, Ship’s Crew 
, Samsoar, Samsoar’s wife, Traditional Healer and Fisherman. 
 
No Folklore book Visual novel adaptation Discussion 
1. Malin Kundang Malin Kundang Same 
2. MandeRubayah Mande Rubayah Same 
3. Ayah Malin Ayah Malin Same 
4. Nahkoda kapal Nahkoda kapal Same 
5. Istri Malin Istri Malin Same 
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6. - Kapten Kapal Addition 
7. - Awak Kapal Addition 
8. Burhan Samsoar Replace 
9 - Istri Samsoar Addition 
10 - Tabib Addition 
11 - Nelayan Addition 
               Table1The adaptation of character Rahimsyah’s Malin Kundang to visual novel 
This is the characterisation in Malin Kundang visual novel 
adaptation by the TiraiIlmu: 
1. Malin Kundang. Malin Kundang is Mande Rubayah’s son. He was 
good son before he left her mother. However, when he came back 
to his village, he did not admit Mande Rubayah as his mother. 
2. Mande Rubayah. Mande Rubayah is Malin Kundang’s mother. She 
is a good mother, patient and loving. Since her husband died, she 
works hard to live her son and herself. 
3. Ayah Malin, he is a good father, patient and loving. Every day he 
works as a fisherman to support his family. One day, he died when 
his boat sank. 
4. Nahkoda Kapal. He meet Malin Kundang when Malin is still child 
and grown as a teenager. He is Malin’s wife uncle. When he was 
old, he gave his position to Malin Kundang as the new ship 
captain. He invited Malin to work in his ship because he knew 
Malin was a very smart person. 
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5. Istri Malin (Malin’s Wife), she is arrogant and ragged person. She 
was proud of her husband and prosperity. She underestimates 
others people in Malin’s village especially to her mother in law. He 
made Malin kundang embarrassed to admit that Mande Rubayah 
his mother. 
6. Kapten Kapal (Crew Leader), he is a funny and welcoming person. 
He works with ship’s crew for regulate all ship’s crews in 
operation to the ship. He invites Malin to joke when first day Malin 
started working in there. 
7. Awak Kapal (Ship Crew), he is a funny and welcoming person 
same as crew leader. He works under Crew leader of operational 
the ship. 
8. Samsoar is Malin Kundang’s childhood friend. He stays in Malin’s 
village with his wife. He told Malin’s mother that Malin has come 
in their village. 
9. Istri Samsoar (Samsoar’s Wife). She is Malin Kundang’s 
childhood friend same as her husband. She tried to convince Malin 
kundang that MandeRubayah is really his mother. 
10. Nelayan (Fisherman), He knew Malin, because Malin ever helps 
him repairs his ship. He welcomed Malin Kundang when Malin 
docked on the coast. 
11. Tabib (Traditional Healer), he healed Malin when Malin kundang 
was sick. 
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2. Story of the game 
Story in games can sometimes create an inherent friction between the 
writer’s ambitions, the designer’s goals, and the player’s desires. From the 
results of interviews the researcher with the writer, story in Malin Kundang 
visual novel selected from conflicts and writing additional dialogue. 
a)  Game 1 
1. Visual novel Adaptation 
Nahkoda Kapal : Jika kau bisa menjawabnya aku akan membeli  
semua daganganmu. Bagaimana? 
Malin Kundang : Siap, pertanyaanya? 
Nahkoda Kapar : Badai itu akan menenggelamkan kapalku jika 
aku melaut hari ini. Aku langsung memecatnya, 
kau tahu mengapa? 
Malin Kundang : Ehhm.... 
Malin sedang berpikir. Ayo bantu dia menjawab 
pertanyaan dari Nahkoda kapal. 
This story is additional dialogue in visual novel. Because 
the researcher did not found any conversation or narrative in 
folklore’s book. The dialogue above clearly depicts about 
Nahkoda Kapal gives a challenge to Malin Kundang. The writer 
places this dialogue and narrative before the game is running. 
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b) Game 2 
1. Folklore book 
Pada suatu hari kampung nelayan itu dilanda wabah penyakit 
yang mematikan Sudah banyak orang yang menjadi korban. 
Malin Kundang termasuk salah satu orang yang terserang 
penyakit itu. 
2. Visual Novel Adaptation 
Pada suatu hari, kampung nelayan itu terkena wabah penyakit. 
Malin kundang termasuk yang terkena wabah itu. 
Malin kundang : Aduh mak, sakit sekali badanku. 
Mande Rubayah : Bagaimana ini pak tabib? 
Tabib  : Aku sudah memberinya obat. Kita tinggal 
menunggu hasilnya saja. Ibu tenang saja. 
Mande Rubayah : Terimakasih pak tabib. 
Tabib  : Iya sama-sama, saya pamit dulu bu. 
Mari.” 
Mande rubayah : Tuhan, sembuhkanlah Malin. 
Ayo bantu Malin supaya makan yang banyak! Biar malin 
cepat sembuh dari wabah penyakit! 
The story in folklore book above describe about the 
fishermen’s village there was disease outbreak. This plot or scene 
in folklore book and visual novel was relevant with original 
story.There is an additional narrative and dialogue in Malin 
Kundang visual novel, before game is running. 
32 
 
c) Game 3 
1. Folklore book 
“Oh Malin… jadi kau hendak pergi merantau semata-mata 
hanya karena ingin menyenangkan dan membahagiakan 
Emakmu. Sungguh mulia cita-citamu. 
Itulah tandanya kau benar-benar anak yang berbakti.” 
“Memang itulah cita-citaku Emak” 
“kalau begitu aku tidak keberatan. Sewaktu-waktu kau boleh 
pergi” 
“Oh, jadi emak mengijinkan aku merantau?” 
Setelah mengadakan persiapan seperlunya, malin kundang 
berangkat meninggalkan kampung halaman Pantai Manis. 
 
2. Visual novel adaptation 
Malin kundang :“Mak, Malin ingin berlayar. Seorang 
Nahkoda kapal mengajak Malin.”  
Mande Rubayah :“Untuk apa nak? Amak masih bisa 
menghidupimu dari berjualan kue.” 
Malin Kundang  :“Malin ingin melihat dunia, mak. Lagi 
pula, Malin tak ingin melihat amak susah-
susah berjualan keliling. Malin ingin 
menabung buat amak juga.” 
Mande Rubayah    :“Baiklah kalau itu yang kamu inginkan. 
Amak merestuimu. Hati-hatilah selalu.” 
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Malin Kundang : “Terimakasih, mak. Malin akan mulai 
berkemas. Besok Malin berangkat.” 
Kesokan harinya malin pun pergi meninggalkan desanya 
dan dari sinilah awal Malin akan berpetualang. 
 
The dialogue and narrative from visual novel above shows 
Malin Kundang ask for permission to his mother for work in 
faraway place.  This scene is relevant with original story in 
character movement. There are many part changed like narrative 
and reason. 
 
d) Game 4 
1. Folklore book 
Ketika sang nahkoda berusia lanjut, Malin diangkat sebagai 
penggantinya. Malin sangat pandai dan berbakat menjadi 
pedagang, dalam beberapa tahun saja ia sudah memiliki kapal 
sendiri. Ia berniaga ke berbagai negeri. Setelah skian tahun ia 
sudah berhasil menjadi saudagar muda yang terkenal.disebuah 
di negeri Malaka ia mendirikan bangunan megah untuk kancar 
dagannya. Keberhasilan dan kemasyurannya sampai ke negeri 
Minang tempat kelahirannya. 
2. Visual novel 
Saat malin kundang bertemu dengan keponakan perempuan 
Nahkoda kapal, ia langsung jatuh hati oleh kecantikannya. Sejak 
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kecil, gadis itu telah dimanja oleh ayahnya. Hidupnya 
bergelimangan harta. Tak terduga ternyata gadis itu juga tertarik 
akan ketampanan dan kepintaran Malin dan ia pun bersedia 
menikah dengan Malin. Setelah menikah, Malin semakin hari 
semakin kaya raya. Saking kayanya, Malin sampai melupakan 
tujuan awalnya merantau. Karena harta, Malin mulai berubah 
jadi orang yang sombong. 
 
The narration from visual novel above is about Malin 
kundang first meet with her wife. She is the niece of Nahkoda 
Kapal (Ship Captain). She likes Malin Kundrang because he was 
handsome and smart person. After Malin and his wife are 
married, he forgets about his original purpose and turns into an 
arrogant person.The researcher find out some part was changed 
from the original story. There are many part are changed from 
original story like the origin of the character, reduction in setting 
and main character movements. 
 
3. Difficulties and solutions in story boarding  
The finding for difficulties and solutions in adaptation process gained 
through interview. In interview technique, the researcher used interview 
guideline as the instrument to collect the data. In the process of interviewing 
the scriptwriter, the researcher informed the objective of doing this research. 
Then, the researcher asked the scriptwriter according to the topic in interview 
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guideline freely, based on the writer response. The researcher asked about 
process of adaptation, difficultiesare found in there and how is the solutions. 
The result of interview shown in the following table below; 
 
No Difficulties Process and solutions 
1 Transformation of 
text from folklore 
book to the script 
dialogue 
The dialog script created to build the 
storyline in the visual novel.In the process 
of adapting folklore to visual novels. There 
are important ingredients that needed such 
as character, weather, place and major of the 
story to be uses as a reference in writing a 
dialogue script in visual novel. Firstly, read 
folklore book written by Rahimsyah. Then 
record some important points that will be 
uses as ideas in rewriting. 
2 Use words that are 
easily understand by 
the target audience. 
Because our target readers are children, we 
must use simple words that are easy to 
understand. Children learn a lot from their 
mother in lives and there are many ways our 
can help to learn new words.  
3 Finding conflict for 
visual novel and 
game 
Previously this conflict referred to folklore 
that had circulated. But additions or changes 
are needed to create storyline in game and 
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visual novel. One example is where Maling 
Kundang is sick. This is the right time for 
players to playing a game to achieve victory 
in the game. 
4 limited space for 
dialogue in visual 
novels 
Inside the visual novel, there is a text box to 
give dialogue space. Therefore, as much as 
possible a dialogue summarized and 
compiled. There is step to summarize the 
dialogue: look for any one major point that 
comes from the dialogue, Organise the main 
and supporting ideas,The summary must 
always be shorter than the original. 
5 Write a story of the 
game 
At this stage, additional dialogue needed so 
that the game can enter with storyline. From 
several conflicts chosen based on the 
opportunity the reader can interact in a 
game to continue the story. However, 
additional dialogues are made to be used as 
material for the story when entering into a 
game. For examples, when Malin Kundang 
chased by germs and must eat fruit and 
meat, or when The Ship Captain gives 
Malin Kundang a quiz. 
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6 Only a few 
characters that found 
in folklore. So, need 
additional character 
to support our main 
in character 
From the folklore book there are only 6 
characters. Therefore, additional character 
and dialogue needed to help the main 
character reach the climax of the story. In 
this case supporting character influences to 
the game and the visual novel. The 
additional characters create with local name. 
8 Construct a narrative In narrative writing, conflict always drives 
the plot. Narrative is useful for expressing 
message, theme or feeling. Writing 
narration can be used in a way: set the 
purpose of the story, craft a plot, Find out a 
viewpoint, Create an atmosphere, fill in the 
Details. 
9 Create the 
storyboard 
Create the storyboard and show it to our 
team how it should all look on display. In 
this case summarizes some of the emotions 
that will be shown by the character, gives 
the atmosphere of the place, and the 
conditions that can be a challenge in the 
game. The writer need to accommodate the 
members of the development team who are 
contributing artwork, and usually this 
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involves some amount of pre-negotiating 
things like the number of backgrounds and 
characters are limited. 
Table 2 The Results of interview with Malin Kundang Visual novel scriptwriter. 
The table above describe the problems encountered and the process from 
creating a storyboard by the scriptwriter of Malin Kundang visual novel. They 
are going to use in adaptation to the visual novel.  Since  the  propose  game  
is  visual  novel, the  player  will  became  more  attracted  to  the game  if  
they  can  see  and  if  they  are  informed about the happenings in the game. In 
developing the script, the writer read the original story that they are  going  to  
make  as  a  game,  writing  down  the dialogues  and  arranging  the  
dialogues. 
B. Process Adaptation in Aesthetic  
1. Adaptation of character Rahimsiyah’s Malin Kundang folklore into a 
Visual novel by Tirai Ilmu from Aesthetic 
From the Rahimsiyah’s Malin Kundang folklore has visual 
element. The researcher found out 16 images in the folklore book. Those 
images describe visual representation of characters, setting and wheatear 
and expression.  
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  Figure 2 Visual element from Maling Kundang Folklore book by Rahimsyah 
 
While, in Malin Kundang visual novel there are many part of visual 
element like characters, animation, background, music, UI button, UI 
sound and particle effect. 
a) Visual design 
The creation of characters in Malin Kundang visual novel was 
originally the photos then imported into Adobe Photoshop CS6 for 
editing. The photos obtained from children in Tirai Ilmu. In Visual 
Novel, characters are show in the background and characters show as 
character portrait image. The characters in the background describe 
the characters could change facial expression or pose. Character 
portrait image describe about expression and show who is having a 
conversation. 
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Figure 3 Character portrait images from Malin Kundang visual novel 
1. Character portrait image 
This is the most basic component of a Visual Novel. The 
character portrait images are used to show the character currently 
present or talking. Most character sprites are shown as just 
standing there from the thighs or waist up and they change facial 
expressions according to the mood of the characters. The 
character portrait in Malin Kundang visual novel drawn based on 
expression of several characters. The expression as show in table 
below; 
 
No. Character Expression 
1 Malin Kundang (child)  Smile, laugh, pale, silent. 
2 Malin Kundang (Adult) Smile, sad, angry, silent. 
3 Ayah Malin (Malin's father) Smile, laugh, silent. 
4 Mande Rubayah Sad, pale, silent, smile and 
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happy. 
5 Nahkoda kapal Laugh, smile and silent. 
6 Istri Malin (Malin's wife) Angry, silent and shocked. 
7 Kapten Kapal (Crew Leader) Laugh and boastful. 
8 Awak Kapal (Ship crew) Laugh and shocked. 
9 Nelayan (Fisherman) Happy and angry 
10 Samsoar  Angry, surprised and 
Happy. 
11 Istri Samsoar (Samsoar's wife) Angry, surprised and 
happy. 
12 Tabib (tradional healer) Silent. 
Table 3. Expression of several characters on Malin Kundang visual novel 
2. Background 
Visual novel adaptation of a literary work influenced by places 
and time how the background drawn. The setting or background of 
story closely related to the scene and the background. The setting 
needed for process drawing background picture in Malin Kundang 
visual novel. The place setting leads to where the events occur and 
the time setting leads to when the events occur, further explanation 
is as follows: 
a. Setting of Place 
Background suggests the location where the events told in a 
fiction work. Elements of places used may be places with a 
42 
 
specific name, certain initials that may be locations without 
clear names. 
b. Setting of time 
The   descriptions of time include date, month, year, century, 
and natural conditionslike morning, afternoon or night. 
No  Setting Time Background/picture of 
setting 
1 Air Manis 
village 
Evening 
 
2 In front of 
Malin’s house. 
Afternoon 
 
3 Malin’s house Night 
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4 Seashore Afternoon 
 
 
 
6 
Dock Afternoon  
 
7 On the ship Night 
 
8 Minang 
country 
Afternoon 
 
10 On the sea Afternoon 
 
Table 4. Setting and time of Malin Kundang visual novel 
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3. Event Illustrations or CGs in Malin Kundang visual Novel 
CG abbreviated is Computer Graphic. The Event 
Illustrations or CG consists of background and characters. In 
Event Illustrations or CGs, the player can get a better sense of the 
emotions portrayed in the moment or positions of the characters. 
The player can understand how they interact with the 
environment. In Malin Kundang visual novel, Event Illustrations 
drawn based on the summary of the story. The summary of the 
story as shown in table below; 
 
Scene Summary of the story 
1 Ayah Malin (Malin’s father) sat cross-legged with her 
child. 
2 MandeRubayah accompanied Malin Kundang (child) 
which was being treated by a Tabib (traditional healer) 
3 MandeRubayah sells her cakes. 
4 NahkodaKapal (Ship captain) along with the Malin 
Kundang (child) chatting while buying snacks 
 
5 NahkodaKapal (Ship captain) meets Malin Kundang 
(adult) which repairing the boat. 
6 Kaptainkapal (Crew leader),Awakkapal (Ship crew) 
and malinkundang was talking on the ship. 
7 Malin sat on the deck of the ship with NahkodaKapal 
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(Ship Captain). 
8 Malin marries his wife. 
9 Mande Rubayah is praying. 
10 samsoar and his wife pointed to the Malin’s ship. 
11 Malin surrounded by local villagers. 
12 Malin's wife pushes her mother in a front of his 
husband and vilaggers. 
13 Malin and his wife were scared on the ship. 
Table 5. Summary of the story Malin Kundang Visual Novel 
4. UI button (User interface) 
 
Figure 4 UI button in Malin Kundang visual novel 
UI (User interface) button is an interactive element that 
enables to get the expected interactive feedback from the system 
following a particular command. Basically, an UI button is a 
control that allows a user to directly communicate with the digital 
product and send the necessary commands to achieve a particular 
goal. In Maling Kundang visual novel UI button was drawn 
according to the genre which the genre of Maling kundang visual 
novel is Legends. 
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5. Animation
 
Figure 5 Animation of  Malin Kundang visual novel 
 
Animation is captured one frame at time, with physical 
objects that moved between frames. When the player plays back 
the sequence of images rapidly, it creates the illusion of 
movement. Animation has two types that are 2D and 3D. Malin 
Kundang visual novel by Tirai Ilmu uses animation 2D in the 
game. Animation 2D is flat which means that if a picture is 
turned to the side then it becomes a line. Process of animation 
involves taking a photograph of character then editing with 
Adobe Photoshop software. 
b) Audio design on Malin Kundang visual novel 
1. Background sound 
Background sound can be uses to describe the weather, and 
emotion in visual novel. Malin Kundang visual novel by Tirai 
Ilmu only has one music to describe the emotion. The motions are 
happiness, sadness and cuteness.  
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2. Ui Sound 
Ui sound can give expression to interactions and reinforce 
specific functionality. In malin kundang visual novel by Tirai 
Ilmu, there is UI sound when the buttonsare clicked and when the 
players collect foods in the part of game. 
 
3. Difficulties and solutions in visual design 
The finding for difficulties and solutions in adaptation process gained 
through interview. In interview technique, the researcher used interview 
guideline as the instrument to collect the data. The secondary data is visual 
design of Malin Kundang. In the process of interview with the Illustrator, 
which all-visual design has made, the researcher informed the objective of 
doing this research. Then, the researcher asked the Graphic designer according 
to the topic in interview guideline freely, based on the Illustrator response. 
The research asking about process of adaptation, difficulties found in there 
and what is the solution. The result of interview shown in the following table 
below; 
No. Difficulties Process and solutions 
1 Idea depiction of 
place and setting 
Search on google to find similar images 
of traditional house from Minang. Then, 
re-drawing image according to the theme, 
purpose and target of the visual novel that 
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will be made. 
2 Drawing digital 
image for  
background  
After getting a view of the place and 
setting, the background drawn with Paint 
tool SAI software. This is a digital 
drawing tool& painting program for 
windows PC. Illustrator choose this 
software because have many tool like 
brushes, selection tools, managing 
document sizes, changing colour, etc.  
3 Choose clothes 
colour for characters                                                                                                                                   
In Maling Kundang visual novel have 11 
characters. Choose colours based on the
colour meaning that is usually uses to 
describe the character itself.It will make 
the reader easy to identity the characters 
in the story. 
4 Size, resolution, 
colour setting and 
format 
In this part, it is very important for 
Illustrator. Because when we draw and 
the size is too small, the image will break 
if displayed on the device. And if drawn 
large it will take up a lot of space. Creator 
of Maling Kundang visual novel give 
some information about it. In rules colour 
setting use rgb, resolution minimal 300 
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dpi, format use jpg for background, 
format use png for object and about size 
the creator make it size first around 1600 
x 1000 because in application had some 
transformation like zooming, fade in, fade 
out, shaking image, etc. And creator says 
he will use this image not only for 
android device but in pc (personal 
computer) too. Device android have 
minimal 800x600 pixels while a pc is 
1280x720 pixels. 
5 Editing from original 
photos to  digital 
character that will be 
used in visual novel 
This part takes many times because you 
have to take photo cast and then edit it 
according to the concept that is going to 
use. I use Adobe Photoshop software to 
editing step. This software is useful for 
separating objects from backgrounds that 
are not used, You can change the colour 
of an object in your photos, add some 
contrast, etc. From the problems that exist 
in adjusting the colour of clothes, editing 
photos into cartoons, changing the 
original form to a chibi style can be 
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solved with this software. 
6 expression of several 
characters 
In determining the expression of several 
characters taken from the dialog first. In 
the preparation of several expressions that 
will appear by characters such as 
laughing, sad, crying, surprised, silent, in 
pain, angry, begging, etc. Then take 
pictures and give direction to the caster 
according to their respective expressions 
in each character. 
7 Create an animations 
of main character for 
gameplay 
There are several things to do when 
creating games, and many differences and 
extra techniques required. In games, you 
need to create animations that respond to 
gameplay, storytelling, mixing and 
dealing with a few other things. Most 
animations are short and they are 
combined with each other they make a 
move character with attitude and 
conviction. In brief, the animations 
created help translate what the player 
would like to do as well as help support 
the story. In this project, there is a story 
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where the main character affected by the 
disease. He must eat fruits and meats to 
be healthy again to continue the storyline. 
Step of making animation, you can draw 
digital image files them choose the order, 
frame duration and transition and then 
save files in GIF format. 
8 Choose colour name 
the character 
Because our target readers are children it 
is necessary to distinguish colour from 
the character's name to make it easier for 
readers to distinguish characters. An 
emotion of a character can be identified 
by what colour the character. Sometimes, 
a character will change clothes to reflect 
what they feeling that particular day. 
Every colour elicits a different and 
unique emotional response in the viewer, 
and Illustrator will know the effect of 
each colour, plus how and when to use 
each.  In the visual novel Malin Kundang 
use red. Red can take on a variety of 
meanings like aggressive, warning or 
anger. Mande Rubayah uses green 
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because she is look natural, loving and 
friendly. Captain of the ship use blue 
colour because blue is a sea, it is the 
colour of trust. Blue is the colour of calm 
and serenity, and as such inspires security 
and a feeling of safety. 
9 Materials image for 
game piece of 
puzzle. 
This material is very important for game 
design. The first thing to do is to draw an 
object. Then we have to separate the 
image according to the puzzle frame. The 
puzzle frame can be found on the 
deviantart website. You can search by 
using puzzle keywords and choose the 
puzzle frame as you want. Then to 
separate it we can use the Adobe 
Photoshop program by using the magic 
wand tool feature and select to the puzzle. 
We can move the layer from the image 
we provided before then we can use the 
Layer via cut feature to separate image. 
Last we can crop every pices of puzzle 
and save it to png format. 
10 Create a logo and Button used for the player to do 
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button operations in our application. The buttons 
are made partially self-drawn and some 
are looking in Deviantart website that 
free to use. Whereas, with the logo for 
our application we make it ourselves, but 
because our application has a connection 
with Facebook we looking Facebook logo 
from Google image and choose it that 
matches the size to be used in our 
application. 
Table 6. The result of an interview with the Illustrator of Malin Kundang Visual 
novel. 
The table above describe difficulties and solution encountered in the 
process adaptation from creating visual design by Illustrator of Malin 
Kundang visual novel. Based on the result of an interview, the Illustrator uses 
Paint tool SAI and adobe Photoshop to draw the visual design. The Visual 
design can be as important the success of a tailored communication pieces as 
the message in visual novel. 
C. Process adaptationin Mechanical 
Game mechanics used to describe how players interact with rules. 
Besides that, it is use for more formal properties of a game such as game 
goals, player movement and strategies, and game score. 
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1. Game Score 
Score serves to give an assessment to players in playing a game. 
The problem encountered in determining the score is where the score 
obtained, things that affect the score and give penalties to the player when 
committing a violation. In the MalingKundang visual novel consists of 4 
games that can be played by the readers. The game are compiling a jigsaw 
puzzle and game tells about the main character must to jump and collect 
the foods to gain some points. 
 
Figure 6 Game score in Maling Kundang visual novel 
In the game 1, the player gaining some points by putting pieces of 
the puzzle in the right place.  Each piece of the puzzle is in the right place 
the player gain 20 points. There is no limitation time to the player for 
solving the puzzle. To make different score, when the game is starts the 
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player will gain 500 additional points. However, additional points will 
decrease to 10 point in every second. If the player completes a puzzle 
quickly, then the player will gain more points. 
In the game 2, the player gain points by taking some foods. Each 
food that obtained has different points. For example, meat has 100 points, 
banana has 20 points and if the player takes chili’s the score will decrease 
to 50 points. The score will increase if the player takes a banana and meat, 
but the score will decrease if player takes chilli continuously. Players will 
be given 90 seconds to collect as many points as possible before time runs 
out and moves to the next scene. 
In the game 3, the player gaining some points by putting pieces of 
the puzzle in the right place.  Each piece of the puzzle is in the right place 
the player gain 20 points. There is no limitation time to the player for 
solving the puzzle. To make different score, when the game is starts the 
player will gain 1700 additional points. However, additional points will 
decrease to 10 point in every second. If the player completes a puzzle 
quickly, then the player will gain more points. 
In the game 4, the player gaining some points by putting pieces of 
the puzzle in the right place.  Each piece of the puzzle is in the right place 
the player gain 20 points. There is no limitation time to the player for 
solving the puzzle. To make different score, when the game is starts the 
player will gain 2000 additional points. However, additional points will 
decrease to 10 point in every second. If the player completes a puzzle 
quickly, then the player will gain more points. 
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Total score obtained by adding points from game 1, game 2, game 
3 and game 4. Total score that obtained can be used to make players see 
the highest score that the player gained before. 
2. Player Movements 
 
Figure 7 player movements 
Some visual novels or games have player movements to reach the 
goal. The problem found in the player movements in Malin Kundang 
visual novel is juxtaposition of scene to game, which synchronized to each 
other. In the playermovement, design refers from the story and concept of 
the game.In figure 6above, arrows to describe when a player does 
something to proceed to the next level or scene. The dashed arrow to 
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describe the player movements are running in the background.In Malin 
Kundang visual novel there is 14 scene, 4 game and 5 game scoring. Every 
part of it has different code to apply it. Programmer knows what 
commands can be uses in the game by following code in part of a game. 
There is how to get the codes (script) which uses in application that 
created. Search for basic documents on the official website of the game 
engine. Official documents describe the relationships between publishers 
and game developers, and layout the responsibilities of a game 
development company.   
D. Process Adaptation in Technology  
The problem of visual novel or game developmentis choosing the 
game engine for the project. There is no denying though that choosing the 
engine for the project is extremely important and understanding the limits 
of that engine as well. The programmer of Malin Kundang uses this Unity 
3D software to produce a visual novel and game. Because Unity3D is easy 
tool for early prototyping and it has some many features are used to build 
game or visual novel. 
After all data has been collected such as visual design, audio design, 
story and mechanical in game. The next process is producing visual novel 
with Unity 3D game engine. Malin Kundang visual novel produce to 
mobile android and facebook gameroom platform. Therefore, there are 
many difficulties faced in producing of Malin Kundang to visual novel. 
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No difficulties Process and solutions 
1. Different input mobile android 
and facebook gamerom.. 
Mobile android uses touch 
input to control a visual novel. 
Meanwhile, facebook 
gameroom uses mouse input to 
control a visual novel. 
Convert script of touch input to 
mouse input. Then retest the 
script whether it’s working 
properly or not. 
2. Unity 3D actually is not a 
visual novel automated baker. 
In unity, there is need additional 
assets to create a visual novel. 
The assets use to create Malin 
Kundang visual novel is fungus 
plugin. Fungus is a free Unity 
3D’s plugin that allows non-
coders access to some of Unity's 
core features. 
3. To connect Malin Kundang 
visual novel with Facebook 
account.  
Facebook is uses to post 
player’s’ score on Malin 
Kundang game event. There are 
several stage for intergrate the 
Facebook API in Unity 3D. 
First, create a facebook 
developer account. Second, 
Download facebook SDK for 
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unity, Third, connect the 
facebook SDK with our project. 
Fouth, create privacy policy and 
term which uses in our official 
page. Then, explores scripting in 
Unity 3D. 
Table 7 Difficulties and solution in technology 
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CHAPTER V 
CONCLUSION AND SUGGESTION 
 
A. Conclusion 
This thesis deals with the adaptation process of Rahimsyah’s Malin 
Kundang folklore book into Malin Kundang visual novel by Tirai Ilmu. The 
aim is to describe about the process, difficulties, and solutions on adaptation 
folklore into visual novel and game. In the adaptation process of Malin 
kundang folklore into visual novel, there are many part was changed; character, 
setting and dialogue. Visual novel and game consist of narrative, aesthetic and 
mechanical element. 
From narrative element, in Maling Kundang visual novel has story or 
dialogue script. The scriptwriter of Malin Kundang visual novel describes 
difficulties in writing story or dialogue script at visual novel. They are 
transformation, word are used, conflict, limited space in dialog, write a story of 
the game, create additional character, construct a narrative and make the 
storyboard. 
From aesthetic element, Maling Kundang visual novel consist of visual 
design and audio design. Visual design was made in Malin Kundang visual is 
character portrait image, background, CGs (event Illustrations) and UI button. 
The Illustrator of Malin Kundang visual novel describes difficulties in making 
visual design. They are idea depiction of place and setting, drawing digital 
image for background, chooseclothes colour for characters, format image 
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(size,resolutions,colour setting and format), expression of character, create 
animations of main character, choose colour name of the character, materials 
image for game piece of puzzle and create logo and button. 
From mechanical element, in Malin Kundang visual novel has game 
score and player movement. There are 4 game for player to gain some score. 
Difficulties are score “where scores are obtained”and player movementin 
juxtaposition of scene to the game. 
The last element is technology. This part is produce raw material 
(visual design, audio design and story) to visual novel. Difficulties in 
technology are different input function in mobile android and facebook game 
room, Unity 3D is not visual novel automated baker and how make Malin 
Kundang connect to facebook account. 
 
B. Suggestion 
When the other researcher want to take Malin Kundang folklore or 
any folklore to visual novel adaptation in the new research, it is important 
to consider. There are many of elements to produce a visual novel such as 
narrative, aesthetic, mechanical and technology. There are many parts in a 
folklore can be adapted to the story, character portrait images, 
backgrounds, CGs (Event illustrator), and back sound on a visual novel.  
The researcher hopes this research gives additional information 
andcan re-develop this research to be better and perfect in order this 
research is more useful. 
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APPENDIXES  
Script of Malin Kundang visual novel adaptation by Laila Sari  
Malin Kundang 
Pada suatu hari di desa pinggir pantai, tinggalah seorang nelayan 
bersama anak dan istrinya. 
Malin kundang : “Abah hendak melaut lagi hari ini?”  
Ayah Malin  : “Iya Malin, berdoalah semoga abah mendapat banyak 
ikan.”  
Malin kundang  : “Aku ingin melaut bersama abah.” (Sambil merajuk) 
Ayah Malin   : “Kamu di rumah saja dengan amakmu. Kasihan amakmu 
di rumah sendirian.” 
Malin Kundang : “Tapi kan Malin juga ingin melaut seperti abah.” 
Ayah Malin   : “Kalu kau sudah dewasa nanti pasti abah ajak. Sekarang 
tugasmu adalah menjaga amakmu di rumah.” 
Malin Kundang : (Murung, agak kecewa) “Baik abah.”  
 Namun, hari ini langit begitu muram. Angin mengelepar-gelepar agak tak 
bersahabat. Meskipun begitu, ayah Malin tetap melakukan kegiatannya. 
Ayah Malin  : “Malin, Amak, abah melaut dulu ya.” 
Mande Rubayah : “Sepertinya hari ini cucanya tidak bagus. Melautnya besok 
saja bah.” (Sambil memasang wajah cemas) 
Ayah malin  : “Tak usah khawatir, kan Abah tidak sendirian. Doakan 
saja semoga Abah selamat.” 
Malin Kundang  : “Abah tangkap ikan yang banyak ya!”  
Ayah malin   : “Iya. Jaga dan nurut apa kata Amakmu, Malin.” 
Malin kundang  : “Baik abah.”  
Ayah malin   : “Sudah, Abah berangkat dulu ya.”  
Mande Rubayah & Malin : “Iya abah. Hati-hati.”  
Pagi itu merupakan pagi terakhir Malin melihat Abahnya. Waktu berlalu 
seiring datangnya kabar tentang karamnya perahu Abah Malin. Sejak saat itu, 
Mande Rubayah menggantikan Abah Malin mencari nafkah. Malin Kundang 
sering membantu ibunya berjualan penganan dan menjajakannya di pelabuhan. 
Karena ketekunan dan sifat pekerja kerasnya, ia banyak dikenal oleh nelayan-
nelayan. Pada saat menjajakan kue ia bertemu dengan kepala nahkoda kapal 
yang sedang melamun.  
Malin Kundang : “hei!! silahkan Gorengan-gorengan… kue-kue..  kerang 
hias.. kalung disini ada lho...”  
Nahkoda Kapal  : “Apa yang kau jual itu nak?”  
Malin kundang  : “Silahkan dipilih tuan, banyak macamnya.”  
Nahkoda kapal : “Sepertinya aku sering melihatmu disekitar sini” 
Malin Kundang : “Iya tuan. Saya membantu ibu saya berjualan.” 
Nahkoda kapal : “Oooh…begitu.” 
Malin Kundang : “Sepertinya tuan sedang memikirkan sesuatu.” 
Nahkoda kapal : “Sepertinya kau banyak tahu. Oia, kau tahu rumahnya 
Datuk Mandalang?” 
Malin kundang  : “datuk mandalang yang tabib itu tuan?” 
Nahkoda kapal : iya, itu dia orangnya! bisa kau tunjukan dimana dia 
tinggal? 
Malin kundang : beli dulu. nanti aku antarkan kerumahnya. 
Nahkoda kapal   : dih, licik juga budak ini... ya sudah aku beli yang kalung 
kerang yang kuning itu! 
Malin kundang : Wow pilihan yang bagus, tuan. Tapi kalung ini saya jual 
khusus orang kaya atau raja. 
Nahkoda kapal   : Hah...!!! ehhmm... Klo begitu bagamaina kubayar pakai 
yoyo ini. 
Malin kundang : Waw.. Yoyo?! 
Nahkoda kapal   : Jadi berapa harga yang kau tawarkan? Karena kau yang 
meminta duluan. 
Malin kundang : Aaa..aa..aku jual ini dengan harga satu kantong koin 
emas!? 
Nahkoda kapal : Mahal sekali!!! kau berniat merampokku ya.?! Begini saja, 
kita tukar barang dan aku akan memberimu sebuah 
pertanyaan. Jika kau bisa menjawabnya aku akan membeli 
semua daganganmu. Bagaimana? 
Malin kundang : Siap, pertanyaanya? 
Nahkoda kapal : “Pada pagi hari aku ditemui oleh penjaga malam kapalku. 
Dia menyuruhku untuk tidak melaut hari ini hanya karena 
dia bermimpi akan ada badai besar. Badai itu akan 
menenggelamkan kapalku jika aku melaut hari ini. Aku 
langsung memecatnya, kau tahu mengapa?” 
Malin kundang : “Hmmm……” 
Malin sedang berpikir. Ayo bantu dia menjawab pertanyaan dari Nahkoda kapal. 
Game 1: Puzzle Kapal  
Malin kundang : “Ah, aku tahu, itu karena awak kapal tuan sedang tidur 
saat bertugas.” 
Nahkoda kapal : “Haha…Tepat sekali jawabanmu nak. Kau cerdas, aku 
yakin suatu hari nanti kau akan menjadi orang hebat. 
Baiklah, aku akan membeli semua daganganmu.” 
Malin Kundang : “Hehe…Terimakasih tuan.” 
Pada suatu hari, kampung nelayan itu terkena wabah penyakit. Malin 
kundang termasuk yang terkena wabah itu. 
Malin kundang : “Aduh mak, sakit sekali badanku.” 
Mande Rubayah : “Bagaimana ini pak tabib?” 
Tabib : (Sambil memeriksa dan memberikan obat) “Aku sudah 
memberinya obat. Kita tinggal menunggu hasilnya saja. Ibu 
tenang saja.” 
Mande Rubayah : “Terimakasih pak tabib.” 
Tabib   : “Iya sama-sama, saya pamit dulu bu. Mari.” 
Mande rubayah : “Tuhan, sembuhkanlah Malin.”  
Ayo bantu Malin supaya makan yang banyak! Biar malin cepat sembuh 
dari wabah penyakit! 
GAME 2 : Dikejar kuman 
Tidak lebih dari seminggu malin sudah sembuh kembali. Namun, wabah 
itu meninggalkan bekas luka yang tidak bisa hilang di siku Malin. Hari demi hari 
berlalu, Malin kundang tumbuh menjadi pemuda yang tangguh. Suatu ketika saat 
Malin sedang memperbaiki kapal nelayan, ada sebuah kapal besar yang berlabuh 
di pantai. Seseorang yang dikenali Malin turun dari kapal itu dan mendekati 
Malin. Ternyata itu adalah Pak Nahkoda yang dulu membeli dagangan Malin. 
Nahkoda Kapal : “Apa yang sedang kau lakukan, nak?” 
Malin  : “Aku sedang memperbaiki kapal ini. Kapal ini sudah tua 
namun pemiliknya tidak mau mengganti kapalnya. Ia hanya 
ingin berlayar dengan kapal ini.” 
Nahkoda kapal : “Butuh berapa hari kau bisa memperbaikinya, nak?” 
Malin  Kundang : “Sebentar lagi juga selesai.” 
Nahkoda kapal : “Wah…cepat sekali kerjamu. Kebetulan sekali aku 
membutuhkan awak lagi di kapalku. Apakah kau mau ikut 
denganku nak?” 
Malin Kundang : “Saya mau sekali tuan. Tapi saya bicarakan dulu dengan 
Amak saya.” 
Nahkoda Kapal : “Baik, kalau kau sudah mendapat izin, temui aku di kapal 
itu.” 
Malin Kundang : “Baik tuan akan saya kabari secepatnya.” 
Nahkoda Kapal  : “Bagus, aku tunggu.” 
 Sesampainya di rumah, Malin tidak tahu bagaimana cara untuk member 
tahu Amaknya. Dia sangat ingin berlayar seperti Abahnya, tapi ia tidak tega 
meninggalkan Amaknya sendirian. Pada akhirnya, Malin memberanikan diri 
untuk berbicara pada amaknya. 
Malin kundang : “Mak, Malin ingin berlayar. Seorang Nahkoda kapal 
mengajak Malin.”  
Mande Rubayah : “Untuk apa nak? Amak masih bisa menghidupimu dari 
berjualan kue.” 
Malin Kundang : “Malin ingin melihat dunia, mak. Lagi pula, Malin tak 
ingin melihat amak susah-susah berjualan keliling. Malin 
ingin menabung buat amak juga.” 
Mande Rubayah : “Baiklah kalau itu yang kamu inginkan. Amak 
merestuimu. Hati-hatilah selalu.” 
Malin Kundang : “Terimakasih, mak. Malin akan mulai berkemas. Besok 
Malin berangkat.” 
 Keesokan harinya kapal yang ditumpangi Malin akhirnya berlayar. Malin 
benar-benar bersemangat di hari pertamanya bekerja. 
GAME 3 : Puzzle kapal 
Kapten Kapal  : “Naikkan Layarnya! Hari ini kita akan berlayar lagi. Hei 
kau anak muda, siapa namamu?” 
Malin Kundang : “Nama saya Malin Kundang pak.” 
Awak kapal  : “Baik, Maling, kamu bantu tarik tali itu.” 
Malin Kundang : “Bukan Maling pak. Tapi Malin kundang pak, Malin! 
Malin!” 
Kapten Kapal : “oi awak kapal. kau dengar apa yang di bilang?” 
Awak kapal : “siap kapten. dia bilang waktu kecil maling suka ngambil 
ketimun dikebun tetangganya.” 
Malin Kundang : “waduh... bukan itu juga !!!” 
Awak kapal : “kamu memang nakal malin!” 
Kapten Kapal  : “Ayo maling. Cepat bantu dia!” 
Malin kudang  : “Iya, iya pak.”  
Kapten Kapal : “bukan pak tapi kapten!” 
Malin kudang : “siap kapten !!!” 
 
Malin kundangpun bersama kepala nahkoda dan awak-awak berlayar 
mengarungi lautan untuk berdagang. Sejak hari itu malin semakin dikenal oleh 
awak-awak dikapal itu karena kepandaian dan cekatannya dalam mengatasi 
sesuatu. Pad suatu hari Nahkoda kapal memanggilnya. 
Malin kundang : “Tuan memanggil saya?” 
Nahkoda Kapal : “Iya, mendekatlah Malin.” 
Malin kundang : “Jadi, ada perlu apa tuan memanggil saya?” 
Nahkoda Kapal : “Sekarang aku sudah tua, dan ini saatnya aku harus 
pensiun dalam pelayaran ini. Aku ingin menjadikanmu 
kepala nahkoda kapal yang baru.” 
Malin Kundang : “Eh, kok saya tuan?” 
Nahkoda Kapal : “Kau pintar dalam bernegosiasi, membuat usaha kita 
lancar dan kita mampu meraup banyak untung. Aku percaya 
padamu. Bagaimana, apakah kau bersedia?” 
Malin Kundang : “Baiklah tuan. Terimakasih.” 
Nahkoda kapal : “Oh iya, aku ingin kau bertemu dengan keponakanku.” 
Malin Kundang : “Baiklah tuan.” 
Saat malin kundang bertemu dengan keponakan perempuan Nahkoda 
kapal, ia langsung jatuh hati oleh kecantikannya. Sejak kecil, gadis itu telah 
dimanja oleh ayahnya. Hidupnya bergelimangan harta. Tak terduga ternyata 
gadis itu juga tertarik akan ketampanan dan kepintaran Malin dan ia pun 
bersedia menikah dengan Malin. 
Setelah menikah, Malin semakin hari semakin kaya raya. Saking kayanya, 
Malin sampai melupkan tujuan awalnya merantau. Karena harta, Malin mulai 
berubah jadi orang yang sombong. 
GAME 4: puzzle rumah minang 
Suatu ketika, kapal dagang yang ditumpangi Malin terombang-ambing 
oleh badai besar. Karena badai terlalu berbahaya, untuk sementera kapalpun 
berlabuh di pesisir pantai kampung halaman Malin dahulu. Malin dan Istrinya 
turun untuk beristirahat dan mencari makanan. Saat itu pula, warga kampung 
nelayan langsung mengenali Malin. 
Samsuar  : “Kau lihat itu istriku, dia Malin, Malin teman kecil kita.” 
Istri Samsuar : “Iya suamiku dia Malin Kundang. Aku masih 
mengenalinya.” 
Samsuar   : “Ayo kita sampaikan kabar baik ini kepada Mande 
Rubayah.” 
Setibanya dirumah Mande Rubayah 
Istri Samsuar  : “Mande Rubayah, Malin sudah kembali.” 
Mande Rubayah  : “Ah yang benar?” 
Samsuar : “Iya benar, Malin sedang berlabuh di pesisir pantai 
sekarang.” 
Mande Rubayah : “Oh anakku... ya Tuhan, terimakasih telah mengabulkan 
doaku.” 
Disisi lain, warga kampung nelayan snagat gembira atas kedatanga 
Malin. Mereka sedang mengerubungi Malin. 
Nelayan  : “Malin Kundang kaukah itu?” 
Malin kundang : “Iya saya Malin, siapakah bapak ini?” 
Nelayan  : “Aku Datuk Batuah yang kapalku kau perbaiki dulu. 
Sampai sekarang kapal itu masih aku pakai.” 
Samsuar  : “Minggir-mingir, ini ibunya malin datang.” 
Mande Rubayah : “Oh anakku Malin. Sudah lama sekali.” 
Istri Malin  : “Siapa ibu ini?! Berani-beraninya memeluk suamiku!” 
Mande Rubayah : “Oh Malin anakku, anakku…” 
Istri Malin  : “Lepaskan! Suamiku tak mungkin punya ibu miskin 
macam kau! Benarkan, suamiku?” 
Malin Kundang  : “Enngg...Benar, mana munkin di bukan ibuku!” 
Istri Malin  : “Minggir!” (Sambil mendorong Mande Rubaiyah 
menjauh) 
Nelayan  : “Malin, dia ini ibumu. Mande Rubaiyah.” 
Istri Samsuar   : “Iya Malin, ini ibumu.” 
Malin Kundang : “Diam! Dia bukan ibuku! Dan kalian ini siapa? Aku tak 
mengenal kalian!” 
Samusar  : “Teganya kau Malin, tidak mengenali ibumu!” 
Mande Rubayah : “Malin apa yang terjadi denganmu nak? Ini amak nak... 
ini amak...” 
Malin Kundan  : “Ada apa dengan desa ini? Ibuku sudah lama meninggal!” 
Mande Rubayah : “Aku ini ibumu, Malin. Aku yang telah merawatmu sejak 
kecil hinggal dewasa. Lihat bekas luka di sikumu, itu saat 
kau terkena wabah penyakit disini, nak.” 
Malin Kundang : “Tidak munkin! Ini bekas lukaku saat berlayar!” 
Istri Malin  : “Ayo pergi saja dari sini suamiku! Aku tak sudi berada 
disini!” 
Malin Kundang : “Baiklah, ayo kita pergi saja!” 
Mande Rubayah : “Malin anakku…kumohon...Malin….” 
 Meski badai masih berlangsung. Malin dan istrinya memutuskan untuk 
meninggalkan desa nelayan itu. Ombak dan badai besarpun semakin ganas dari 
sebelumnya. Para awak kapal semakin kewalahan mengatasi badai tersebut. 
Kapal pun terancam tenggelam. 
Malin kundang  : “Ya Tuhan, apa yang telah aku perbuat. 
Amaakk….ampuni aku amakkk….!!!” 
Namun naas badai telah menghancurkan kapal Malin. Konon pecahan 
batu karang-karang yang ada di sepanjang pantai adalah kepingan kapal milik 
Malin Kundang. Tidak jauh disana terdapat batu dengan posisi bersujud yang 
dipecaryai masyarakat setempat si anak durhaka malin kundang yang sudah 
melegenda di nusantara ini.  
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Privacy Police & Term and use of Malin Kundang Visual novel 
1. Privacy Policy 
The following sets for finexdecal Studios Privacy Policy pertaining to 
all players whom access any of our games.  Please note that this Privacy 
Policy is limited to the information collected and used by finexdecal 
Studios through use of any of our Services.  By using our Services, you 
agree that finexdecal Studios has the right to access and maintain the 
information as set out below. 
It is advised that you review this Policy regularly as it may be amended 
from time to time, without notice. We, as developers, also respect 
Facebook Principle and Policies. You can read them on 
http://developers.facebook.com/policy/. 
If you have any questions, feel free to contact us at: 
ciux_rocken@yahoo.co.id 
WHAT WE COLLECT 
First of all, the main aim of collecting personal data is to help us improve 
the game. 
First, we collect Personal Information. By Personal Information, we mean 
data that identify you, such as name, email, etc. 
We harvest these data from Facebook, from You and from third parties. 
Facebook: When you access the Game through Facebook, we may receive 
your basic account information (user ID, name, email, gender, birthday, 
current city, profile picture URL, and the user IDs of the user’s friends 
who have also connected with your application) from Facebook. 
Please note again, that we abide by Facebook rules that manage the use of 
personal data. 
You: You may want to share additional information with us. In that case, 
we may use the information you voluntarily give to us. We will not collect 
any personal data, except name and email. 
Third Parties: We may call upon the services of third parties that may 
collect information about you. In that case, they may share these data with 
us, according to their own Privacy Policies. Please note that this Privacy 
Policy applies only for finexdecal Studios, and that we are not responsible 
for Privacy Policies of other sites. 
We also collect non-Personal Information. By non-Personal Information, 
we mean data that cannot identify you. Non-Personal Information can be 
linked to the game (score, length of playing, activities, …) or to the 
general use ( Internet Protocol Addresses, Browser type, Browser 
Language, referring and exit URLs, number of clicks…). 
We may use generated user content. This is the content you can publish 
through the game and that is visible by everyone (posts wall, sent 
messages, actions with other players,…). Please note, that if you post 
Personal Information on things like comment or wall, we cannot guarantee 
the protection of your information. So, be careful of the content you 
publish on public domain. We cannot guarantee the use of this 
information. 
We and our third parties may use cookies in your browser. Cookies are 
small file texts stored in your hard drive, that identify you as unique user 
and that contain non-Personal Information, such as information about a 
particular login session. Those Cookies help us to improve the service, to 
know how many visitors came and how they interact with the game. They 
are also used to remember the site personal look. Note that you can disable 
cookies, thanks to the parameters of your browser. This can prevent you 
from accessing the game, or having all functions. 
You can read more about Facebook’s  policies here: 
www.facebook.com/policy.php. 
SPECIAL NOTE ABOUT CHILDREN 
According to Facebook Terms of Use, Children under 13 are not allowed 
to access Facebook Site. We do not collect information about Children 
under 13. In the event that such information was collect, we will delete this 
information as possible. You can contact us at: 
We strongly recommend that Children between 13 and 18 ask their parents 
before sending any private information. 
CHANGES 
Any information that is collected is subject to the Privacy Policy in effect 
at the time such information is collected. We may, however, modify and 
revise our Privacy Policy from time-to-time. If we make any material 
changes to this policy, we will notify you of such changes by posting a 
new Privacy Policy and updating the “last modified” date at the top of this 
page or by sending you an email or other notification, and we will indicate 
when such changes will become effective. By continuing to access or use 
the Services after those changes become effective, you are agreeing to be 
bound by the revised policy. 
HOW TO CONTACT US 
If you have any questions about this Policy or any of the practices 
described herein, please contact us at: ciux_rocken@yahoo.co.id 
2. Terms of Use 
 
Welcome and thanks for your interest in the products and services 
of finexdecal Studios. By accessing and playing any games created by 
finexdecal Studios, you acknowledge that you have read, understood, and 
agree to the most recent version of these Terms of Service. 
 
finexdecal Studios reserves the right to revise these Terms at any time. If 
we do, we will post the modified Terms on this page and indicate the date 
of most the recent change above. You agree to read all notifications we 
send you and to periodically check this page for updates to these Terms. 
Your continued use of the Games constitutes acceptance of these Terms 
and any modifications thereto. If you object to any changes, your sole 
recourse is to cease use of the Games. 
 
Since the Games exist on the Facebook platform, any activities on 
Facebook beyond the scope of the Games are governed by Facebook’s 
Statement of Rights and Responsibilities. You can find Facebook’s 
Statement of Rights here: http://www.facebook.com/terms-of-use. 
In-Game Malin Kundang 
 
In order to use Facebook services within our apps, you will need to first 
use Facebook Login to connect with Facebook for set score, share, query 
socore and invite. This requires that you have an existing Facebook 
account or that you create a Facebook account. If you want to use your 
Facebook account to log in to our services, you will be guided directly in a 
first step to Facebook, where Facebook will ask you to sign in or register. 
In no event will we learn your personal login information (username and 
password). In a second step, you can link your Facebook profile with each 
service you want to register to use. You will then receive a separate notice 
detailing which data is transferred to us from your Facebook profile. This 
generally includes your “public information” on Facebook and anything 
you make public or make accessible to the respective application. This 
generally includes your name, your profile and cover picture, your gender, 
your networks, your username (Facebook URL) and your user identifier 
(Facebook ID). 
 
CONCLUSION OF CONTRACT 
 
In order to use the online and mobile games and other services provided by 
finexdecal Studios, users must login for add score, if needed, install the 
app in question. Only natural persons are eligible for registration. Only 
individual persons are permitted to be authorized users (no groups, 
families, spouses or life partners, etc.). Minors over 13 years of age may 
only login with the permission of their legal guardians and, in the case that 
the respective game or service has an age rating, only after reaching the 
minimum age requirement. 
 
PRIVACY 
 
Any information provided by you and used in our Services is subject to the 
privacy regulations set forth by Facebook’s policies, as well as our own 
Privacy Policy.
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